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The Duelist thanks Michael 
Ryan, Darla Willis, Ronnie 
Noize, Shirley Carlson, Ron 
Richardson, Scot Yonan, 

Pete Venters, our contributors, 
and all the members of the 
Gift Box team for making this 
“Mini-Duelist” possible. Who 
would have thought that such a 
small magazine could be such a 
large undertaking? 


The Fine Print: The Duelist, ISSN 1082-8621, is 
published bi-monthly by Wizards of the Coast, 
Inc., P. O. Box 707, Renton, WA 98057-0707, 
United States of America. No part of this maga- 
zine may be reproduced (except for review purpos- 
es) without prior written permission of the pub- 
lisher. Material published in The Duelist does not 
necessarily reflect the opinions of Wizards of the 
Coast, Inc., its employees, or its editorial staff, 
which is not liable for opinions expressed herein. 
® denotes a registered trademark and ™ denotes a 
trademark owned either by Wizards of the Coast, 
Inc., or by others. Most product names are trade- 
marks owned by the companies that publish those 
products. Use of the name of any product without 
mention of trademark status should not be con- 
strued as a challenge to such status. Wizards of the 
Coast is a registered trademark. Deckmaster, 
Magic: The Gathering, Arabian Nights, 
Antiquities, Legends, The Dark, Fallen Empires, Ice 
Age, Chronicles, The Great Dalmuti, RoboRally, 
Ars Magica, Everway, The Duelist, The Duelist 
Companion, Duelists’ Convocation, and Garfield 
Games are trademarks of Wizards of the Coast, 
Inc. Jyhad and Vampire: The Eternal Struggle 
are trademarks of Wizards of the Coast, Inc., and 
White Wolf Game Studio. 


Subscriptions: Subscriptions are available within 
the US at $17.95 for six issues. (For Canadian 
orders, send US $22.95; other foreign orders, send 
US $37.95.) Until January 1, 1996, the $18 
annual membership in the Duelists’ Convocation 
includes a free six-issue subscription. To inquire 
about a subscription, write to The Duelist, or con- 
tact our fulfillment agency, Publisher’s Creative 
Systems, at (619) 738-2379. The Duelist is avail- 
able for $3.95 an issue at game and hobby stores, 
comic book stores, and other retail outlets 
nationwide. Submissions: The Duelist welcomes 
submissions from our readers. To obtain our sub- 
mission guidelines, write to us at The Duelist, Attn: 
Submissions, or e-mail us at duelist@wizards.com. 
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WELCOME TO 


Va a Gathering ” 


n August 1993, a small Seattle gaming company 
| Ex Wizards of the Coast debuted Magic: The 
Gathering”, the first trading card game. Initial 
response to the game was overwhelming; the first print 
run, expected to last a year, sold out in a few weeks. 

Two years, four translations, and millions of decks 
later, Magic: The Gathering still captivates players 
around the world. Born of the desire to “fit more variety 
into a game than could be fit into a box,” Magic” 
introduces players to a world of infinite diversity. Every 
game of Magic uncovers a new card combination or 
useful strategy, as players duel with custom-built decks 
assembled from the more than 1,500 different cards that 
make up the Magic universe. The art for the game is 
similarly diverse; over a hundred illustrators have 
contributed to the game’s stunning and original look. 

It is this diversity that lies at the center of the 
game’s appeal. Players of all ages and interests find in 
Magic a social and engaging pasttime. A highly interac- 
tive game that emphasizes problem-solving and strategic 
thinking, Magic is a challenge which both children and 
adults enjoy. A new game-playing community has sprung 
up around the game; every day Magic players gather to 
trade, play, and tell stories about their latest victory or 
the newest card combination they’ve encountered. 

In response to the overwhelming popularity of 
Magic, Wizards of the Coast has developed numerous 
support services for the game. Among these is 
The Duelist, a magazine that supports Magic and the 
developing genre of trading card games. This full-color, 
bi-monthly publication is a Magic player’s best source 
of information about the game. Each issue features 
answers to rules questions and advice on deck construc- 
tion and game play, as well as previews of the newest 
Magic releases. Illustrated by popular Magic artists, the 


magazine features the work of a different artist each issue. 


This preview issue of The Duelist will introduce 
you to the many aspects of Magic, from the rich world 
in which the game is set, to the artists who create the 
breathtaking look of the game. Long-time Magic player 


Mark Rosewater will help you put together a Magic deck, 


and Magic inventor Richard Garfield explains how 
Magic can be fun for more than two players. So take 
a tour through a new kind of game experience; and 
welcome to the world of Magic! 
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Starting fom Scratch 


How To BUILD Your FIRST MaGic™ DEcK 
by Mark Rosewater 


eee ee 


You've looked through your cards, checked out the art, read all the text. 
You've even waded through the Magic rulebook and played a few games with your starter deck. 
Finally, you decide it’s time to build your own, customized deck. But there seem to be so many 
choices. Every card in Magic does something different, and it is hard to decide what exactly to 
include in a deck. This article will walk you through the basics of Magic deck construction, 
explaining what factors to consider when choosing the components of a duel-winning deck. 


The first thing to do is to sort your 
cards by color and by function. (While you 
can build a workable deck with only a 
single box of cards, you'll have more flexi- 
bility if you draw on the cards in at least 
two starter decks.) Separating your cards 
into piles gives you a chance to examine 
what you have, both in sheer numbers and 
in potential combination with other cards. 
For each color, you want to create three 
piles: the first pile should be for creatures of 
that color; the second pile should be for all 
other spells of that color; and the third pile 
should be for the appropriate basic land for 
that color. For example, if you were sorting 
black, Drudge Skeletons and Scathe 
Zombies would go in pile one, Fear and 
Terror would go in pile two, and all basic 
swamps would go in pile three. 

You are also going to want to create 
three additional piles: one for artifact 
creatures (cards which read “Summon 


Artifact Creature,” like Yotian Soldier and 
Ornithopter); one for non-creature artifacts 
(cards which read “Summon Artifact,” like 
Amulet of Kroog and Armaggedon Clock); 
and one for non-basic lands (cards which 
read “Land” but which aren’t plains, moun- 
tains, forests, islands, or swamps: for exam- 
ple, Mishra’s Factory or Strip Mine). 


TAKING A SECOND LOOK 


Once you’re done sorting your cards, 
you should read all of the cards, color by 
color. The key to a successful Magic deck 
is to have a sufficient number of effective 
card combinations; a deck should not be 
forty or so independent cards but rather 
forty cards that all work in conjunction 
with one another. Even if you’ve already 
read them, it’s best to make another pass 
so that you can consider how each card 
might interact with the others. 


CH@@GSING Y@UR COLORS 


The first big decision to make is 
which colors to play. As a general rule 
of thumb, you should probably limit your 
deck to two or three colors. One color is 
far too easy for your opponent to defend 
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against if he or she has the right Circle 

of Protection or other “hosers” (spells 

that hurt a particular color). On the other 
hand, playing with four or five colors 
means that you often don’t get the mana 
you need to cast the spells in your hand. 

If you choose to play three colors, try 
to pick spells that require only one of any 
particular mana to cast. And even if you 
are playing two colors, try to minimize the 
number of cards in your deck which require 
more than one mana of a particular color to 
cast (for example, Pestilence, which 
requires two black mana to cast). Many 
games are lost by a player waiting to 
draw that one extra mana of a 
certain color. 


The Creature 
Comforts 


The deciding factor 
in which colors to play 
is likely to be your 
creatures. (While it is 
possible to build crea- 
tureless decks in Magic, 
these tend to be much 
more complicated and 
hard to build with the 
small number of cards a beginning player 
has available.) What color do you have the 
most creatures in? If, for example, you have 
twelve small green creatures and only one 
big red creature (say, a Shivan Dragon), 
green is going to provide you a better 
offense than red. Yes, if you get the Shivan 
Dragon out, it can win the game, but a sin- 
gle spell (Terror or Swords to Plowshares, 
for instance) can still take it out of play as 
quickly as you bring it in. You’ll also want 
to consider how much mana you have to 
support these spells: your twelve small 
green creatures aren’t going to do you much 
good if you only have three forests to put in 
your deck. 

If you have a sufficient number of 
creatures in all of the colors, then you 


should look at how many of your creatures 
have special abilities. The most important 
of these are evasive abilities that allow your 
creatures to get around your opponent's 
creatures. These abilities include flying, 
landwalking abilities (swampwalk, forest- 
walk, etc.), trample, or the ability to 
make itself or other creatures unblockable 
(Dwarven Warriors, for example). Of sec- 
ondary importance are special abilities that 
give a creature an edge in combat. These 
include abilites like first strike, banding, 
and protection from a color. Finally, be sure 
that you pick creatures of all sizes so that 
you are able to cast creatures at all stages of 
the game. Often games are 
lost by players who stock 
their deck with big 
creatures, only to die 
long before they ever 
have the mana to cast 
_ those creatures. 
There are some 
exceptions to this rule, 


of course; some players 
choose to build “weenie 
decks,” which rely on summon- 
ing many small creatures early in 
EB the game to outnumber and over- 
whelm your opponent’s forces. 
These tend to start fast, but can leave you 
extremely vulnerable later in the game 
unless you have other spells to back up your 
horde of tiny creatures. 

The critical thing to remember is that 
creatures are a valuable resource that often 
swing the balance of power in a game, so 
it is important to choose each one carefully. 
In many games, your life literally depends 
on it! 


Striking the Right Balance: 
Mana to Spell Ratio 


Since creatures are going to be the 
focus of your deck, at least 35 percent, and 
possibly as much as 40 percent, of your 
deck should be creatures. In a forty-card 
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deck, this means you are going to want 
between fourteen and sixteen creatures. 
You'll want to devote at least as much 
space in your deck to land and other mana 
sources as you do to creatures; to avoid 
“mana death” [see Slang Glossary], I’d 
recommend including nearly 40 percent 
lands or mana sources in your deck. 
Remember that with 40 percent of 
your deck devoted to creatures and 40 
percent devoted to mana, there is only 
20 percent left for additional cards (about 
eight cards in a forty-card deck). Thus, 
you want to pick your spells judiciously, 
as space is very limited. 


R@UNDING OUT YOUR 
SPELLS 


Once you have decided which crea- 
tures you want to include, it’s time to take a 
look at the spells in those colors. 
Essentially, you should pick the spells that 
will best complement the creatures you 
selected. For example, a card like Dwarven 
Warriors which can make a creature 
unblockable would be very effective when 
combined with a spell like Howl from 
Beyond which can later increase the power 
of the unblocked creature. 

Keep in mind that your opponent will 
be attacking you with the same fervor that 
you’re attacking him or her, so it’s helpful 
to have some spells that you can use to get 
rid of your opponent’s creatures, heal or 
prevent damage to you or your creatures, 
or otherwise defend yourself from your 
opponent’s onslaught. In particular, you 
will also want to select a few non-creature 
spells that can do damage, particularly 
spells such as Fireball that do damage 
directly to your opponent. 

Before you finish picking out your 
spells, you are going to want to take a look 
at your artifacts and your non-basic lands. 
Artifacts are very useful in that they don’t 
require a specific color of mana to cast or 
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to use; this makes them easier to get into 
play than other spells, and they can be 
used in any deck. 


PLAYING AR®UND 


Once you have your preliminary deck 
together, it’s time to play. This doesn’t 
mean that the deck building is over. Part of 
the fun of Magic is that decks constantly 
evolve. If you always find a certain creature 
or spell unused in your hand, you might 
consider replacing it with something more 
useful, or cheaper to cast. Or you might dis- 
cover, in the midst of play, that two cards 
that you thought would work really well 
together, don’t; you might want to elimi- 
nate or alter part of the combination. 

Expect to continually change your 
deck to improve it. Just remember to sub- 
stitute cards on a one-for-one basis so that 
your deck stays roughly the same size. And 
finally, feel free to experiment. Maybe a 
spell will work in your deck and maybe it 
won't. But the only way to know is to try. 
Deck building is a science of trial and 
error. The people that build the best Magic 
decks are those willing to occasionally fall 
flat on their faces. 


Mark Rosewater is a freelance 
writer and long-time member of the Los 
Angeles-area Magic community. 

A regular contributor to The Duelist, Mark 
is best-known as the mastermind 
behind the magazine’s ever-challenging 
Magic: The Puzzling series 
of Magic brain teasers. 


LEARN/4E LINGO. 


A MAGIC: THE GAT 


CoP. Shorthand for “Circle of Protection.” 
I'll stop the Fireball with my CoP Red. 
Also, to prevent damage with a Circle 
of Protection, as in I’ll CoP the damage 
from your Fireball. 

CREATURE SWEEPER Nickname for a 
Thicket Basilisk, Cockatrice, or similar 
creature enchanted with a Lure spell. 
This combination, in which your oppo- 
nent’s creature is forced to block a crea- 
ture which will destroy it, is named for 
the fact that it will sweep all of your 
opponent’s creatures out of the way. 

DC Shorthand for the Duelists’ 
Convocation, the official tournament 
organization for Magic: The Gathering 
and other Deckmaster™ games. 

DECK TUNING The process of refining 
your Magic deck until it is an extraor- 
dinary dueling machine. 

DIRECT DAMAGE A term used to describe 
spells which do damage directly to your 
opponent, rather than doing damage 
through a creature attack. 

FAQ Shorthand for Frequently Asked 
Questions, a list of answers to common- 
ly asked questions about Magic: The 
Gathering rules and cards. (See “More 
Magic...,” pg. 14, for more information.) 

FEED To sacrifice a creature to another. 

I feed my Zombies to my Lord of the Pit. 

FIzzLE To have a spell fail due to the dis- 
appearance or invalidation of its target. 

FLAVOR TEXT The non-tules, italicized 
writing on a card (often 
a quotation) used to 
provide atmosphere or 
develop the card’s place 

in the game story. 

_ Hack To change the men- 

tion of one basic land 

type on a card to another 

basic land type; named 


RING Slang Glossary 


for the card Magical Hack, which has 
this effect. 

Hoser A card which adversely affects 
a particular type of card or deck 
(e.g., Flashfires, Deathgrip, etc.). 

LUCKY CHARMS Any artifact that 
provides a player the opportunity to 
spend mana for a point of life when a 
particular effect happens (Iron Star, 
Ivory Cup, Soul Net, etc.). 

MANA BURN The damage done at the 
end of a phase from unspent mana in 
the mana pool. 

MANA DEATH The term used to describe 
a loss caused by a player not drawing 
sufficient mana sources early enough in 
the game. 

M:tG Shorthand for Magic: The 
Gathering. M:tG, anyone? 

MULLIGAN Drawing all land or no land 
in the initial seven-card draw. In tour- 
nament play, a mulligan is an accepted 
excuse to reshuffle your cards. Used as 
both a noun and a verb. 

PPG Shorthand for Magic: The 
Gathering—The Pocket Players’ Guide. 

SLEIGHT To change a mention of a basic 
color on a card to another; named for 
the card Sleight of Mind, which has 
this effect. 

TIM Nickname for the Prodigal Sorcerer. 
Named after a character from the 
movie Monty Python and the Holy Grail. 
(“I am an enchanter.... There are some 

who call me Tim.”) 
WEENIE DECK A deck 
which relies on summoning 
numerous small creatures to 
overwhelm, or “swarm,” the 
opponent. 

WotC Shorthand for 
“Wizards of the Coast.” 
Rhymes with “yahtzee.” 


PROFILE OF A 


Macic, Artist; 
WEBER 


A mILY- 
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AMY WEBER IS ONE OF THE ORIGINAL MAGIC ARTISTS, 


AND TWO YEARS AND SEVEN EXPANSIONS LATER, SHE SHOWS ABSOLUTELY 


NO SIGNS OF SLOWING. FROM THE EERIE PEACE OF TIME WALK AND STONE 


CALENDAR, TO THE MYSTICAL MACHINERY OF ARMAGEDDON CLOCK AND 


KNOWLEDGE VAULT, TO THE ADORABLE DRAGON WHELP, AMY’S BEAUTI- 


PULLY RENDERED GS BE iG AN) TU UEIR Si RADE ve) =RANQUIL SEITINGS 


CONTINUE 10 APPEAL (© ALL KINDS CE PEOPLE, 430 HER RANGE AND 


TECHNICAL SKILLS ARE IMPRESSIVE. 


rth 


my’s training began at age eight, 

when her father made her take oil 

painting classes on Saturdays from 
a next-door neighbor. She hated it at first, 
she says, because she had to 
miss Saturday morning car- 
toons. But by high school, 
Amy was drawing and paint- 
ing all the time, eventually 
winning a scholarship to the 
Cornish Institute of Art in 
Seattle. At age seventeen, 
Amy left her hometown of 
Spokane, Washington, pack- 
ing all her belongings into 
and on top of her rusty 776 
Isuzu Opal and heading west 
for art school in Seattle, the city she has 
called home ever since. It was at Cornish 
that Amy met several of the other first 
Magic artists and was introduced to 
Wizards of the Coast. 

Schooled in illustration and design, 
Amy never intended to be a fantasy illus- 
trator at all. She had originally planned to 
do medical and scientific illustration but 
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eventually decided that it was “too anal- 
retentive.” Besides, she says, after graduat- 
ing cum laude in 1993 from a rigorous four 
years at Cornish, she did not relish the 
prospect of going to medical 
school. Because of her back- 
ground and interests, her 
work is not typical fantasy- 
genre fare. Amy’s paintings 
and drawings add a refresh- 
ing look to the games she 
illustrates, and she’s created 
quite a few illustrations, 
with over sixty Magic cards, 
dozens of backgrounds and 
illustrations for The Duelist 
magazine, and work in 
Wizards of the Coast’s EVERWAY™ and 
Ars Magica™ roleplaying games. 

Amy is always drawing. A sketchbook 
filled with drawings, poems, and journal 
entries sticks so closely to her side that it 
seems more like a limb than an accessory. 
She'll often go with a good friend to a café 
or park specifically to draw—for her, a form 
of socializing. When asked what she would 
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do if she couldn’t paint or 
draw, Amy answers without 
hesitation in a tone that 
clearly means business, “Die.” 

Amy’s art reflects her per- 
sonality. The serene settings of 
her Magic work offer windows 
into ordered universes of 
diverse, unrelated parts: the 
rare animals and other creatures 
seem to maintain harmony in 
their imaginary worlds by never 
interacting with each other. It’s 
often nighttime in Amy’s paintings, and, 
day or night, the worlds she portrays feel 
quiet. The clocks are always at three 
o’clock because, she says, that’s the most 
peaceful time of night—it’s the time when 
she painted many of her Magic pieces, 
especially the first ones, which she did dur- 
ing her senior finals at Cornish. 

Amy's work reveals her interests: the 
ocean, astronomy (her trademark Orion 
constellation appears in most of her night 
skies), bugs and reptiles and other small 
animals, clockworks, machines, antiquities. 
The artists Amy most admires come from 
the Italian Renaissance, and the inspiration 
of Leonardo Da Vinci's work is obvious in 
cards like Ornithopter and Urza’s Avenger. 


Urza's AVENGER 
(Macic: Tae Gatwerinc- 


Fourtx Epition) 


In addition to a full- 
time illustration career, Amy 
works for Wizards of the 
Coast as art director for The 
Duelist magazine. The two 
jobs keep her busy, and she 
jokes that there are clocks in 

so many of her paintings 
because between her two 
professions she has no time 
in real life. 

Both as an illustrator 

and art director, Amy is 
well-known as a champion for artists’ 
rights. Her reputation for valuing integrity 
and loyalty above just about everything has 


won her the respect of her fellow artists. 


On her ladder of priorities, money has 
always been on the bottommost rung; she 
has supported herself at various times by 
painting windows, making jewelry, design- 
ing business cards, and working in an art 
store, choosing jobs for the artistic freedom 
they allowed. 

With her art appearing in so many 
games and with her role as art director for 
The Duelist, Amy Weber is an artist whose 
values and talent are respected by her peers 
and whose unique, beautiful work is loved 
by a huge range of fans. 


Dracon WHeELp 
(Macic: Tx 


Fourts Evition) 


Jenny Scott is a Seattle-based 
author; she is also the editor 
of Wizards of the Coast's new 
roleplaying game, EVERWAY. 
Her interviews with Magic 
artists appear regularly in 
The Duelist. 


Wlagics Hxpandin 


by John Tynes and Scott Hungerford 


The world of Magic: The Gathering is constantly growing. Currently, there are over 1,500 
different Magic cards; together, they combine to create a game of infinite possibility. But the cards 
serve another purpose as well: to develop the rich and complex “multiverse” of Dominia. The setting 
for Magic is made up of countless, shifting planes, home to a multitude of different worlds. Each 
card set for Magic develops a different aspect of this multiverse and sheds new light on its history. 


The @orld Of 
Bourth Gdition 


From the grazing fields of Pearled Unicorns 
to the cemetery haunts of the Scathe 
Zombies, Magic: The Gathering—Fourth 
Edition is full of the peoples and places pre- 
sent on the planet of Dominaria. A sort of 
crossroads of the multiverse, Dominaria is 
the site of numerous and relatively reliable 
routes to other planes in Dominia. This 
planar nexus attracts many planeswalkers— 
who bring to the planet and its surrounding 
planes more than their share of strife. 


The players in a game of Magic represent 
these planeswalkers, powerful beings who 
understand the five fundamental forms of 
magic and the kind of energy, called mana, 
which is needed to use them. These wizards 
travel among the planes searching for 
mana, forging magical connections with 
new worlds whose resources—including the 
creatures and other mere mortals that 
might inhabit it—they can later draw 
upon. But the gateways 
between worlds are 
ever-changing, and it is 
not without danger that 
the planeswalkers 
traverse the multiverse. 
To a planeswalker, sta- 
ble connections to these 
rich worlds are precious, 
and these resources are 
the chief cause of their 
magical duels with other 
planeswalkers. 


Dew Discovery: 
The Expansions 


Expansion sets for Magic are meant to add 
new color to the basic game and the world 
it explores. Magic players look to expan- 
sions for innovative card ideas which add 
spice and complexity to their duels. But 
expansion sets are also an opportunity to 
develop the character of Dominia. While 
the basic card set portrays the present-day 
reality of Dominaria, the expansion sets for 
Magic look into the rich and tumultuous 
history of the planes. Most of the expan- 
sions recount events in Dominaria’s past, 
while others tell of the heroes and legends 
in other parts of the multiverse. (“An 
Expansion Timeline” on the following 
page offers a glimpse at the stories behind 
Magic’s expansions, as well as a little real- 
world history about these card sets.) 


Dominia’s history is long and full of con- 
flict. In the cards of the game you will see 
bits and pieces of this story—the complete 
history resides only in 
the minds and hearts of 
the multitudes who have 
called Dominia home. 


John Tynes and Scott 
Hungerford are part of 
the team which creates 
the stories that appear on 
the cards and in the 
novels, comics, and short 
fiction that explore the 
world of Dominia. 


Ain Gxpansion Timeline 
by John Tynes 


Arabian Nights 
77 card set, released December 1993 


now out of print (5 million cards printed) 


The first expansion set for Magic: The 
Gathering’”» this expansion brings to life 
the classic tales told in The Arabian Nights. 
These characters are part of the rich 
intersection of worlds that is Dominia. 


Antiquities \ 
85 card set, released March 1994 


now out of print (15 million cards printed) 


Antiquities is the first set to delve into 
Dominaria’s complex history. About four 
thousand years ago, the Brothers’ War 
between the artificer twins Urza and 
Mishra occurred on the continent of 
Terisiare. While this terrible conflict result- 
ed in great advances in the creation and 
usage of magical artifacts, the massive mag- 
ical devastation produced dramatic changes 
in weather patterns. The tale of this con- 
flict is seen in Antiquities, an expansion 
which focuses on artifacts. 


Legends 
310 card set, released June 1994 
now out of print (35 million cards printed) 


This set collects many of the mythical 
places and personalities in the Magic multi- 
verse. It focuses on the Legends, the great 
figures of Dominia’s history whose stories 
unfold in other expansions. 


The Dark 
119 card set, released August 1994 
now out of print (62 million cards printed) 


This expansion resumes the exploration of 
Dominaria’s dark past. Decades after the 
Brothers’ War, that magical disaster contin- 
ued to have a massive effect on Dominaria 
and a terrible time known as The Dark 


began. Knowledge of this period is sketchy 
at best, but it is remembered as a time of 
treachery and intrigue when the rich and 
powerful grappled to seize control of as much 
magic as possible at the cost of the peoples 
they ruled. This expansion focuses on the 
powerful but perilous magic that prevailed 
during this period of Dominaria’s history. 


Fallen Empires 
102 card set, released November 1994 
out of print (312 million cards printed) 


Fallen Empires is set in roughly the same 
period as The Dark, a few decades after the 
end of the conflict depicted in Antiquities. 
The changes in weather caused by that war 
made resources scarce on the southern con- 
tinent of Sarpadia, eventually bringing the 
empires of Sarpadia to war. Fallen Empires 
recounts the struggle between these crum- 
bling civilizations, which spelled disaster 
for just about everyone. 


Ice Age 
383 card set, released June 1995 
still in print 


The struggle of these once-proud empires 
became merely a memory as an Ice Age 
descended upon Dominaria. Glaciers began 
creeping outward from the poles; the climate 
got colder worldwide, and many civilizations 
fell. On the continent of Terisiare, the lone 
civilized land of Kjeldor was menaced by the 
forces of a necromancer, Lim-Dil. But late 
in the fighting, the forest goddess Freyalise 
magically reversed the course of the Ice Age 
and the glaciers began to recede. 


Select cards from these sets are available in 
Magic: The Gathering—Fourth Edition 
and in Magic: The Gathering—Chronicles 
(see back cover). Two or three new expansions 
for Magic are released every year, adding hun- 
dreds of new cards for players to explore and 
adding hundreds of new characters to the world 
of Dominia. Look for previews of and features 
on the latest Magic expansions in The Duelist. 


11 ¢ The Duelist 
backgrounds by Amy Weber, illustration by Tom Wanerstrand (next page 


The Gatherimg — 


WITH MORE THAN ONE FRIEND 


by Richard Garfield 


here is a lot more to Magic: The Gathering™ than the 

one-on-one duel that is the foundation of the game.The 

Magic rules have proven to be remarkably flexible; avid 
Magic players have developed hundreds of variations on the basic 
game, including numerous games for groups to enjoy. You can play 
Magic with lots of people all playing for themselves, you can play 
team games, you can organize tournaments and leagues. There are 
many examples of these sorts of games, and each one has its own 
characteristics and followers. Here are some of my favorites. 


CIRCLE MAGIC 

y favorite non-team group variant is known as Attack 

Left, or Circle Magic. In Circle Magic, each player is 

seated randomly. The person to the left of each player is 
the “prey” of that player. Players can cast spells or use effects on 
any other player but can use their creatures only to attack their 
prey. When a player’s prey is out of the game, that player gets 2 
points (regardless of whether he or she was responsible for elimi- 
nating the prey). When only one player remains, the surviving player gets 3 points, and the 
player with the most total points wins. While there is an element of diplomacy in Circle 
Magic— “If you don’t attack me, I’ll use my creatures to kill my prey, whose deck would 
destroy you if 1 were dead”—it doesn’t dominate the game. It’s a good variant for three to 
eight players, beyond which it begins to slow down a little too much. 


TEAM MAGIC 

ne of the most satisfying ways to play Magic is as a team, two-on-two or three-on- 

three. In the basic, four-player version of this variant, you begin the game seated 

between a teammate and an opponent. Each player can cast spells or use effects on 
any other player, but that player’s creatures can only attack neighboring opponents. Non- 
target-specific effects, like Mana Flare, affect all players. Each player starts with 20 life; when a 
player’s life is reduced to 0, that player is eliminated, and two new players become neighbors. 

In Team Magic, players are allowed to move their creatures to the territory of a neigh- 

boring teammate. You can only move a creature that could normally attack; thus, you can’t 
move a wall, you can’t move a just-summoned creature, and you can’t move a Serpent to a 
teammate with no islands in play. A moved creature is not tapped but cannot attack on the 
turn it is moved (it’s tired from the march). Once your creature is in another player's area, it 
can be used to block attacks when that player is attacked or it can move to a new team- 
mate’s area. You still make all the decisions for that creature, including whether and what it 
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_ blocks or attacks. This means that during the attack phase of your turn, you can use your 
ntapped creatures in your teammate’s territory to attack a neighboring opponent. 
‘Movement can get confusing when multiple players are moving numerous creatures into 
one player's area; to avoid this, you might choose to allow each player to make the blocking 
and attacking decisions for all creatures, and only those creatures, in his or her territory. 

In Team Magic, communication between team members can be extremely important. 
My favorite way to play is to share any information that you want with your teammates, 
provided you share it with your opponents as well. You might silently hope that a teammate 
attacks so you can surprise the opponent with a Giant Growth, or you might choose to tell 
your teammate you have a trick up your sleeve, thus tipping off your opponent. Or you could 
even show your partners and your opponents the card. Remember, 
the point of Team Magic is to keep everybody entertained! 


TOURNAMENTS 
urnaments are another great way to play Magic with a group 

of people. In a typical Magic tournament, each participant 

plays three games against each other participant; each player 
scores 3 points for a victory, 0 points for a loss, and 1 point for a 
draw. This method works well for up to about eight players. For larg- 
er tournaments, you might consider what is called a Swiss tourna- 
ment system, in which a pair of players play two games against each 
other (alternating who goes first), and then are re-paired with other 
players with the same win-loss record. 

Magic tournaments vary not only in size, but in the deck con- 
struction rules they use. The Duelists’ Convocation supports several 
types of tournaments, each with a different set of deck construction 
rules. (Even outside tournaments, most Magic players follow the 
sixty-card minimum deck size used by the Convocation.) Local 
retailers and gaming groups also regularly sponsor Magic tournaments; you can usually find out 
about these by contacting your local hobby store. 


LEAGUES 

f your group wants to play in an ongoing set of games rather than in a single event, you 

might consider forming a Magic league. Leagues can be adapted to any form of two-per- 

son or group play; one popular form is the Sealed-Deck league, to which each player con- 
tributes an unopened deck and some spare land. Each player uses the contents of an 
unopened starter deck and up to four extra lands of his or her choice to build a forty-card 
deck. Each player then plays all the others three games, each for ante. After each round, a 
winner is declared, and the decks are kept with the league director until the next “season,” 
when players continue with the same set of cards. 


For more information about ways to play Magic with more than one friend, you can refer 
to Magic: The Gathering—The Pocket Players’ Guide™ for standard methods of play and to 
The Duelist for the most recent variations and innovations. 


Formerly a math professor at Whitman College in Walla Walla, Washington, 
Richard Garfield is the designer of several games, including Magic: The Gathering™. 
Richard’s column, Lost in the Shuffle, is a regular feature of The Duelist. 
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After reading the rules and playing a few 
games, do you still have a few questions— 
or a few hundred questions—about Magic? 
Our Customer Service staff is available 
Monday through Friday, 8 A.M. to 6 P.M. 
Pacific Time at (206) 624-0933 to answer 
any questions you might have. You can also 
write us at: Wizards of the Coast, P.O. Box 
707, Renton, WA 98057-0707 USA. 


If you have access to the Internet, you have 
many ways to get more information on 
Magic and other Wizards of the Coast 
games. Rules questions can be sent to 
questions@wizards.com, and other general 
comments and questions can be sent to 
custserv@wizards.com. If you want informa- 
tion on our electronic mailing lists or our 
network presence on America OnLine, 
CompuServe, Prodigy, or the Imagination 
Network, just drop us a line. 


Once you've played Magic a few times and 
have had a chance to find out how com- 
plex it can be, you may wonder where you 
can turn to for help in pursuing its many 
possibilities. Wizards of the Coast offers 
beginning and advanced players the tools 
they need to learn—and master—the sub- 
tleties of Magic: The Pocket Players’ Guide, 
The Duelist magazine, and the Duelists’ 
Convocation tournament organization. 


MAGIc: THE GATHERING— 

THE POCKET PLAYERS’ GUIDE 
This guide offers a variety of ways for you to 
explore the many worlds of Magic. In addi- 
tion to detailed explanations of all aspects 
of rules in game play, The Pocket Players’ 
Guide also examines numerous other excit- 
ing facets of Magic: suggestions for tuning 
your first deck; concepts for a multiplayer 
environment; clever card combinations; 
guidelines for establishing a Magic league; 


Nore MaAGic... 


official Duelists’ Convocation tournament 
rules; and much more. Do you want to 
explore the nature of the Magic multiverse 
of Dominia? Have you always wondered 
how designer Richard Garfield developed 
the idea for Magic in the first place? Do you 
want to know more about the collecting 
history of Magic? It’s all in The Pocket 
Players’ Guide. With an expanded glossary 
of game terms, a listing of game support 
contact points, and an introduction by 
Richard Garfield, this book will answer all 
your questions about the often complex, 
always fascinating world of Magic. 


THE DUELIST 
Widely recognized as the definitive source 
for Magic strategy and game play informa- 
tion, The Duelist is required reading for any- 
body who is—or plans to be—a serious 
Magic player. Each huge, full-color issue is 
packed with tips on how to play smarter 
and build decks better. With articles by the 
designers and top players of the game, 
The Duelist is always on the cutting edge. 
Every issue also contains puzzles to chal- 
lenge your Magic IQ, and in-depth inter- 
views with artists and other Magic person- 
alities. Pick one up at your local game or 
book retailer and see for yourself! 


THE DUELISTS’ CONVOCATION 
The Duelists’ Convocation is Wizards of 
the Coast’s official tournament organiza- 
tion, providing players of all skill levels a 
chance to compete in local, national, and 
international tournaments. Membership 
allows you to earn ranking points and keep 
up on the latest tournament news with the 
Convocation’s monthly newsletter. Hone 
your skills by playing against the best—in 
the Duelists’ Convocation. (And if you join 
before January 1, 1996, you'll receive a one- 
year subscription to The Duelist!) 
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DECKMASTER™ LINE OF 
TRADING CARD GAMES 
Vampire: The Eternal Struggle™ (formerly 

Jyhad™) is Wizards of the Coast’s trading 
card game of Gothic intrigue. Players must 
use manipulation and cunning as they 
assume the role of ancient vampires strug- 
gling for the control of minions, resources, 
and fellow vampires. 

Netrunner ” is Richard Garfield’s 
latest trading card game design. Set in 
the dark techno-future of R. Talsorian’s 
Cyberpunk™, Netrunner pits the net- 
savvy ‘runner against the giant Corporation 
in a struggle for information. Equipped with 
exotic and deadly computer security, the 
Corporation attempts to accomplish its 
agenda before the Netrunner’s technological 
wizardry can expose it. 


TABLE GAMES 
Wizards of the Coast is actively involved in 
making all levels of gaming more interac- 
tive. RoboRally'’, the first game that 
Magic inventor Richard Garfield brought 
to Wizards of the Coast, is no exception. In 
this fast-paced board game featuring simul- 
taneous play, players control robots which 
race across the perilous floors of a futuristic 
factory. Robots attempt to touch each flag 
while gathering helpful enhancements 
along the way in a race for the finish. 


The Great Dalmuti™ is a family card 
game in which players strive to improve 
their position in a competition of medieval 
one-upmanship. The faster you get rid of 
your cards, the higher your social class will 
be in the following hand. An enjoyable 
pastime for adults, Dalmuti can also be 
played by children as young as eight. 


ROLEPLAYING GAMES 
WotC began by publishing roleplaying 
games, and we now have several roleplay- 
ing lines. Ars Magica™ (Latin for “the art 
of magic”) is about wizards and their com- 
panions in the Middle Ages. It features a 
flexible magic system and a detailed setting. 
SLA Industries™ details a nightmarish 
future of lies, oppression, and advanced sci- 
ence. In this dark world, guns kill, but so 
does the truth. Our newest roleplaying 
game, EVERWAY™, features fantasy art cards 
to spark your imagination. It’s an excellent 
choice for curious people who’ve never 
roleplayed before, but it has the breadth of 
possibilities and ease of play that experi- 
enced roleplayers look for. 


If you like Magic: The Gathering, we invite 
you to try these other Wizards of the Coast 
games. For our free catalog, write to us at 
P.O. Box 707, Renton, WA 98057-0707. 


POURTE BDILION 


When you play Magic: The Gathering™, you hold a 
world of infinite possibilities in your hands. That’s because you 
create your own deck from a pool of more than three hundred 
beautifully illustrated cards, building your strategy right into your 
deck before the game even begins! You can construct a deck that’s 
simple and straightforward or one that’s remarkably sophisticated. 
Some cards are fairly common, some uncommon, and some rare. 
Other players may have cards you’ve never seen before, and by 
trading, you can strengthen your own deck. The more you play 
these fast-paced duels, the more Magic’s ever-changing adventures 
will intrigue you. You'll never play the same game twice! 
60-card starter deck: $8.95 
15-card booster pack: $2.95 


MAGIC: THE GATHERING ™ 
IC ae EY 
Centuries after the war between Urza and Mishra, 
Dominaria has become a frozen desert. One society has risen out 
of the cold chaos, defending itself against both the brutal forces of 
nature and the attacks of nomadic tribes that have emerged in 
the surrounding wastelands. 

Ice Age™ is a set of over three hundred cards that can either be 
played as a stand-alone game or incorporated into your existing 
Magic: The Gathering decks as a standard expansion. 

You may have the skills to survive, but do you have the spirit to 
withstand the icy wilderness of Dominaria’s Ice Age? 
60-card starter deck: $8.95 
15-card booster pack: $2.95 


MAGIC: [THE GATHERING ™ 


Chronicles™ is a new expansion set of over one hundred cards 
containing reprints of selected cards from the first four Magic: The 
Gathering expansion sets. This is your chance to add these 
valuable cards to your decks and your collection. Get your hands 
on the cards that disappeared before you learned the way of 
planeswalkers. Enjoy this retelling of the stories of Dominia and 
learn the secrets of the past from Chronicles. 
12-card booster pack: $2.45 
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